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Six mighty Toa heroes wash up on the shores of Mata Nui... 


and forever the world was changed. 
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INSPIRATION 


TAHLU 


He is bold as he is hot headed. This brave Toa of Fire for many is the symbol of Bionicle. In the 
book “Bionicle Chronicles #1” we see Tahu raise his sword high, bursting flame over the 


shores of Mata Nui. That temperment and power | wanted this piece to illustrate. 


This pose came from vivid memories of the show “He Man”, whilst the look of the lava 
drenched landscape came from simply falling in love with Tahu’s original TV spot. That ad gave a 


darkness and an edge to him that | think for many, exempified who he was as a character. 


To achieve the lava stream effect, | ended up taking an image of lighting, colouring it red and 
overlaying it atop the rocky walls. With the appropriate bloom and depth of field, it gave a 


convincing look | was happy with! 
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Looking through the official renders for Gali Mata, | was incredible drawn to how they showed 
the calmness of the sea and how much it felt like a void, so here | wanted to see Gali as the 
light in the darkness of the depths. 


Most of the work for this poster was through compositing in Photoshop, the Blender scene 
was just Gali with some 3 point lighting. | comped in the ocean floor, the bubbles and the depth 
of field. Even the glowing water ball in Gali’s hook is actually just a sphere with an emission 


shader, | added the water effects ontop. 


This was one the 2nd of the original posters | ever made which taught me a lot. | found that 
there is a balance to be had between what you can acheive in camera/Blender and what you 


can acheive in post. 
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ONUA 


Onua is calm and wise, | wanted this poster to reflect those attributes. From the very first 
moment we see him in his TV ad, to his appearance in the first book, he’s seen digging, only to 


stop when he breaches the surface. 


_ 
/) | wanted to riff on the original artwork and to see how close | could get, | began building up my 
enviroment with rocks, on the floor and the ceiling, | even gave him a boulder to rest his claw. | 
knew | wanted this one to be a darker poster, so | leaned in to the lighting, obfuscating the 
background with thick smoke and blur covered in shadows. The only sense of direction would 


be the light shaft, which in all Bionicle media came from the top left! 


This time | really focused on depth of field, bringing my f-stop down to 0.7 so that only his 


mask was sharp. | wanted the rest to blend in with the muddy background. 
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LEWA 


Lewa has is often seen light on his feet, soaring across the tree tops, although usually we had 


only seen this scene in the day. | wanted to see how he would look against the moon light. 


This poster was one of my earliest and marked the first time | had tried to incorporate more 
background elements rather than relying on the comping process. | had discovered the 
powerful “Blenderkit”, a tool that lets you access hundreds of community made assets. Instantly 
| got to work, laying down the trees and fauna. Another first for in this poster, is the use of 
volumetrics, any 3D artist will tell you how powerful they are and | quickly came to realise how 


effective they could be to introduce light shafts, depth and much more. 


| was still learning here, so the particle effects were comped in, along with the smoke. One 


thing | do regret... is that | got Lewa's shoulders wrong! My bad... 


SS ee SSS ne 


CLAY REMDER BLENDER SCENE WIREFRAME VIEW 


ea 
<a 
ES & 


q" 


INSPIRATION 


POHATLU 


| think Pohatu’s 2001 TV ad is one of the best, the shot selection and ending it on him moon 


walking away... amazing. | knew | couldn't top that, so instead | looked more to the desert 


imagery to show the vast sands of Po-Wahi. 


At the time | was making this poster, the new Dune film was coming out and | was very excited 
for Halo Infinite. Both IP’s gave me this brilliant vision of a sunset desert with dusty winds 


across endless slopes and | knew Pohatu would fit right in. 


| used a bump map to create the sand dunes from a plane and added a sand material from 
Blenderkit. The sun was just a sphere with an emission node and | used a backdrop from 
unsplash. | added the finishing touches of the flowing sand via Photoshop. Oh, and | couldn't 
forget his trusty boulder! 
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KOPAKA 


At the time, between the original 6 Toa Mata posters, | was the most proud of this one (I later 


remade the Tahu Poster that you saw on page 5). It represented the culmination of all | had 


learnt up to that point. 


| brought in background models of snowy mountains, hand crafted a snowy floor plane and 
added the appropriate material along with ample volumetrics. Kopaka's origional ad saw him as 
a master over his element, stoppping an avalanche with ease. So here | wanted to portray him 
for the mighty hero he is. The harsh sun beats down behind him, giving him a hero light. | 


added effects to his sword to show him taming the snow storm as the snow wisks around him. 


| would later create more complicated artwork, but | always look back to this one as a mark of 


when | knew | was onto something special with these posters. 


SIX HEROES... ONE DESTINY 


INSPIRATION 


The classic Toa Team we all know and love. Their look is timeless and each 


silhouette is individually unique. Lego and all the teams involved did an incredible 


job in nailing the look for the group that over 20 years later, the fans still adore. 


Bionicle’s advertising was always very “cinematic” with a strong emphasis on 
lighting and world design. All of it’s media gave it this “Larger than life” sensation 


which | wanted to emulate here. 


| specifically focused on lighting for this render, with each character having their 
own set of key and fill lights, so each of them stood out equally. The reflective 


floor is a homage to the Toa Nuva promo art which | think is some of Lego's best. 
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The elders and workers of the island paradise. 
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This time, | wanted to allow the enviroment to tell a tale of mystery. All imagery of Kini Nui, 
| the great landmark of Mata Nui, oozed a sense of mystery, this poster had to do the same. 

Here, we see the Turaga meet at Kini Nui to discuss the future of the island and the coming of 
the Toa Mata. 

Every legend begins somewhere... 

BNO GOBOGO The tagline “Every legend begins somewhere...’ has two meanings: one being that this is before 


the Toa Mata have arrived on the shores of Mata Nui, the other, hinting towards their past as 
noble Toa heroes themselves! To further cement the idea of “beginnings” | set the time to 


sunrise, indicating the start of this story. 


A lot of the smoke you see here was done in Blender via VDB's (pre made instances of smoke 


in a variety of shapes), though the smoke atop Kini Nui was comped in. 
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MATORATM) 


The Matoran are the life and soul of Bionicle. Whilst the Toa weild elemental power, it is the 


Matoran that are the “heart” of Mata Nui. Templar studios took the ragtag group of villagers 
who had no real character development and transformed them into the household names the 
fans know and love. | thought it was only right that a Matoran poster show a group of them, 
from all villages - acting both brave and friendly. Armed with their disks and surrounded by 


each other, this poster was to be a celebration of the people of Bionicle! 


| very clearly followed the design style of the 200! Toa/Matoran posters, complete with the 
graphic of Mata Nui blended into a corrupted Hau mask. | used scans of rocky terrain add 
more depth and variation and made sure to try and have the Matoran interact with the 
enviroment as much as | could. This Poster is also the first time | used area lights instead of 


spots, to get a greater falloff for the shadows, to increase realism. 


TAHU GALI... 
VAKATA, NOKAMA 
POHATU. LEWA ... 
ONEWA MATAU. 
ONUA .... KOPAKA 
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Mighty beasts of Mata Nui have been corrupted to oppose the Toa... 


They must remove the infected masks and free the Rahi. 
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LEWA VS Mul KOPE! 


When | had finished my 6 initial posters of the Toa Mata, | received such immensely positive 
feedback, so | decided to make more and the first of those was a series of “battle” posters 
between each Toa and a respective Rahi. | tried my best to either represent moments from the 


story, or to make variations on the lore where needed (so | wasn't repeating Rahil). 


In this instance, | wanted to show Lewa chasing down the Nui Kopen, moments before he falls 
in battle and is corrupted by Makuta's infected mask - only for a certain Toa of Earth to bring 
him back to the light... 


A big goal of these battle posters, was to show action and velocity. In this case | wanted to 
show them speeding across a jungle. | employed heavy use of motion blur to show their speed 


and the buzzing of the Rahi’s wings. 
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GALI VS TARAKAVA 


All who've played the MNOG games will know of that incredible moment when Gali jumps in 
to defend Ga-Koro from a Tarakava attack! Not only is it an amazing example of the power of 
Flash animation - but an expertly crafted example of the appeal of Bionicle, selfless heroes 

fighting for what's right, not killing, but saving. In the end, Gali free’s the Rahi from the infected 


mask, making for a grand fianle to the confrontation. 


There isn’t really any renders of this scene, so | tried my hand at it. Again, focusing on power 
and impact, we see the punch of the Tarakava flying towards frame as Gali swiftly dodges 
upwards. | did actually model Ga-Koro for the background, with wooden huts and rafts, but in 


the end, | felt the poster worked better with the focus being entirely on the two combatants. 


The only comped effects here are the eye glares, motion blur and the water splashes! 
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KOPAKA VS IMUAKA 


Following the trend of bringing scenes from MNOG to 3D, | had no choice but to adapt the 
fight between Kopaka and the powerful Tiger like Rahi, Muaka! This poster is meant to 
represent a moment in which Muaka strikes at Kopaka from behind. It was tricky to frame the 
action into a portrait aspect ratio, so | looked to riff on the moment slightly as to better fit the 


action. 


The Muaka and Kane-Ra sets aren't the most flexible, so | also had to think about how would | 
position the Rahi so they could facilitate the action, but not bend the peices too much. | settled 
on having the Rahi pounce from up behind some snow as to hide the parts that didn't work 


and focus on the dynamics between both Muaka and Kopaka. 
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POHATU VS MU! JAGA 


Ironically, this moment in the story is when Pohatu can't see all too well, but | wanted to make 
sure the viewer would be able to tell exactly what's going on! | am rather proud of the lighting 
in this setup, allowing the Nui Jaga to be easily seen even in the shadows of the cave. This is 
when | started trying to use more particle effects, from the dust in the air, to the smoke that’s 
kicked up by Pohatu’s mighty kick! 


It was difficult to frame both the Rahi and Pohatu in shot so we could see the action, but | 
think this is a nice compromise. It also gave me an opportunity to see how well | could 


construct a cave by kitbashing together different rocky models. 


This poster also marked the time when | really started to become condfident with the cycles 


renderer and really move away from Evee... 
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TAHU VS MUI RAMA 


Tahu, didn't have many official encounters with Rahi - however in “Bionicle Chronicles #1 Tale 
of the Toa” we see Tahu struggle to fight Kofo Jaga who thrive on heat. In this moment, we see 
Tahu burst flame all around to try to fight back. | decided to look at how he reacted then, to 


how he would attempt to shoot down Nui Rama. 


Keeping up with the theme of action, | added flame and sparks to the wings of the Rahi, 
showing Tahu's hit his targets. As the fire swirls into the air like a tornado, | added a circular 


motion blur to the image insinuating how the Rahi are trapped against Tahu’s power. 


In Blender, to acheive the flame effect, | drew a cylinder that represented the arc of the fire 
with an emission shader. This gave the enviroment the light from the flame. | comped in the 


fire afterwards. 
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OMUA VS KAME-RA 


One thing | loved from MNOG, was that small detail of Onua puffing smoke from the vents of 
his mask. That singular aspect stood out to me as | was trying to think up instances for Onua 
taking on a Rahi. When researching Kane-Ra and seeing how territorial they were... the pieces 


started to fall into place. 


| took inspiration from western standoffs, the idea being Onua has dug up accidentally into the 
grounds of a Kane-Ra and they both braced to protect themselves. | chose a more rocky 
enviroment to get across the idea that the Kane-Ra had been bringing rocks and other objects 
to mark it's territory. As Onua puffed smoke from his mask, so did the Kane-Ra from their 


mouth. 


Ofcourse, in typical western fashion, this was to be a sunset showdown! 


TOA LEWA HAS SUCCLUMBED TO 
THE DARK POWER OF MAKLITA 
T's UP TO THE MIGHTY TOA ONUA 
TO BRING HIM BACK TO THE LIGHT 
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cP ONUA VS LEWA 


Lewa has been infected by the dark power of the Makuta! I’m sure this will never happen 


again... 


| had a lot of requests to make this poster, and so when | thought of how best to tackle it, | 
studied the MNOG animations to get a feel for how the scene plays out. | decided to take a 


frame from MNOG and see how | could improve it and translate it into a portrait format. 


The lighting from MNOG was very brown, to show how sickly and distorted Lewa had 
become, so | took those brown hues and applied them to the mist, whilst giving it a source 
from some rich golden light. Using this light gave me the opportunity to create a silhouette of 


Lewa (much like in MNOG) to further cement how the darkness had taken over. 
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The sacred temple of Mata Nui. 


But also a pathway into darkness... 
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| 
| This is a big moment, the Toa Mata are now on their way to Kini Nui were they 
i will place their masks and receive the golden Kanohi! We don't see Kini Nui clearly Salted: ‘ @ 
i in any Bionicle Media surprisingly, we see it a lot, but the layout is constantly of 
changing - so I’ve had to come up with my own layout for the space. BLENDER SCENE 


a “LS f|, ay ; 
In my research, Kini Nui is mostly seen amongst a jungle with desert rocks and Y i; : rt : 
sand scattered amongst the floor. We also see the image of a great Mata Head 
statue far behind the temple. With this, I’ve tried to combine all | could | make 


what | feel is the most consistent look to Kini Nui. 


The Kini Nui model was kindly supplied by Boxturret and | have to say, it is 


beautifull! 
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TOA KAITA VS MAMAS 


If it weren't for the cancelled Bionicle 2001 game getting a fan release, | may not have had the 
visual aids needed to nail this poster as well as | did. Thanks to the cutscenes from that game, | 


got a better understanding of the enviroment that | couldn't from MNOG alone. 


| modelled some simple pillars and grated floor “circles” to mimic the large green spots seen in 


The Toa will unite and find more power in the joining. 
their knowledge, their wills to become Wisdom and Valor, named in prophecy 


ey shall merge their skills, 
my inspiration that adorn the floor. After adding in a very thick fog, | wanted to illustrate the 
idea that deep in Makuta's dark lair, the Toa are the only light to be seen. So | added a strong 
shaft of light that targets the Toa as they ready themselves for their biggest fight yet. 


Beneath the action, we see a quote from the novels, to remind the viewer the importance of 


this moment in the story. 
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TOA VS SHADOW TOA 


There are two versions of this battle, though one is considered non canon (even 
though | prefer it!), so instead of trying to choose between both versions, | opted 
to show the Toa locked in combat with their darker selves. 


This was an opportunity for me to really show off the Toa's powers. We don't 
often see elemental powers in full blast and while | was still very new to Blender, | 
wanted to give it my best shot. A lot of the effects were comped in via photoshop, 


but some parts, like the rocks Shadow Pohatu would conjure, were rendered 
inside Blender. 


We also didn't see much of this arena, so | opted for a shadowy cave clouded in 
mist. 
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The people of the world are builders. but 
look into their hearts and you will find 
that they have also the power to destroy. 
| am that power. 


lam destruction. 
And |! WILL destroy you. 
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TOA VS MAKLTA 4 


The ultimate test of the Toa, they must face the darkness that’s terrorising the 


island head on. The future of Mata Nui rests with them! 


MNOG | feel did such an incredible job showing how this fight looked that | 
decided there was no need to re-invent the wheel - | should simply try to take 


what templar studios did and bring it into 3D, like | had done for other posters. 


The swirling mass of parts that made up Makuta was kindly supplied by Boxturret 
which made this poster far easier to make! | invisioned a mound of rubble and 
broken pieces beneath Makuta as the Toa squared up to take him head on. | took 


extra care to try and match the lighting from MNOG, with the rich orange rim 
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lights and the deep yellow glow around the arena. seer so 
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Makuta may be defeated for now, 


But something more primal has since been awakened... 
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BOHROK SLEEPING 


Made for last years 81 ONICLEday, | was completely drenched in the vision of a hanging 
Xenomorph from the Aliens series. The Bohrok swarm share a lot in common with the 
Xenomorphs and | had this vision of a Bohrok hanging, it’s eye's lit up as it’s just woken up... 


surrounded by green mist and darkness... 


Wake one, This was meant to be a simple teaser and | think it’s simplicity helps define the form. From the 
you wa ke them all subtle “waves” eminating from the Bohrok’s curled form to the vingette obscuring most of the 


Bohrok’s shape. | had even modelled a replica of the mechanism that holds the Bohrok up in 


their canisters, but decided it would be best if | covered more of the poster in shadow. 


| also opted to have the Bohrok not totally centered, much like a dutch tilt, to suggest 


something isn't quite right. 
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TAHU DISCOVERS TAHNOK 


Another poster | made in celebration of 81 ONICLEday 2022, originally | only had the previous 
poster and an older Tahnok one to release, but on the morning of August | Oth, | had a spark 
of inspiration. After messing around with camera angles, | settled on a remix of the classic 
2002 posters of Tahu coming across a lone Tahnok in a Bohrok’'s nest. It was simple, but with 


the proper lighting and smoke, the poster really came alive. 


This was made in Evee before | switched over to Cycles, so | would use quite a few lights to 


simulate the “light bounce” that you get with the Cycles render engine. The fire and smoke 
effects were added after the render but | used emission shaders for the eyes and Tahu's fire 


sword so my render properly dispersed light where there should be. 
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THE BOHROK SWARIT) 


The swarm is awake and has been unleased upon the island of Mata Nui! Looking 
through official media, it was hard to find any renders of all the Bohrok breeds 
together, so | saw it as a great opportunity to make a defacto “Bohrok Swarm” 


poster - one to represent the entire species. 


The Bohrok are known for demolishing all in their path on their quest to “Clean it 
all”, so | felt tt was only right that they march through a jungle, clearing a path as 


they stampeded, kicking up dust in the wake of their chaos. 


This poster was when | properly got the hand of the “GeoScatter” plugin that 
allowed me to better populate my scenes with fauna and all sorts of enviromental 


detail - | feel this brought my work to a whole new level. 
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LEHVAK 


This is one my favourites I’ve ever made, | feel when | started working on the Bohrok posters, | 


really leveled up my 3D skills and started producing stuff that really surpassed my older work. 


Here | wanted to continue the theme of the Bohrok traveling forwards, without a care for 


what's in their path. We see a group of Lehvak ravaging a jungle and the lead Bohrok's pose 
implies the urgency of their task. 


Again, | used Geoscatter to really build a dense jungle enviroment for the scene and used a 
strong sunlight coming from top left of frame. A lot of my posters were at sunset or sunrise 


and | wanted to try some more daytime renders. We still have the richness of the pinky skies, 
but the sun is still high enough to not be considred a sunset. 
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PAHRAK 


This time | decided to pay homage to the Bohrok Swarm card game and the really unique art 
they held of the Bohrok. In particular a card of a group of Pahrak marching on the desert. | 
thought “what might this look like in 3D?” and | have to say, I’m very pleased with the final = 


4 . 
Beware the Bohrok 


outcome. 


In the background we can see Pahrak obscured by faded dust clouds, kicked up from the 
swarm racing through the sandy canyons and the leader of the group stands atop a broken 
rock ordering the rest to march on. Much like a desert, | wanted the sun to feel like it was 


beating down, so the sky is almost blown out with the highlights to better convey this. 


One thing to note with the Bohrok renders, is they're also the first time | used glass shaders to 


trans peices which helped me finally get the look | wanted for the Bionicle eyes! 
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KOHRAK 


Kohrak, the ice Bohrok, able to shoot icey blasts from their claws! 
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TAHNOK 


Tahnok was my first ever Bionicle and holds a special place in my heart... so | had great fun 


tackling this poster in particular! 


When researching for ideas on this posters direction, | felt it was time | tried recreating a 
comic book cover, and so when | saw issue “#5 Beware the Bohrok!” | knew this would be the 
poster for Tahnok. | went about posing the characters first, trying to add a bit “more” to the 
set than is seen in the comic, more Bohrok, more sky, more effects. Then | kitbashed rock 
formations together to make the jagged volcanic land and last... the lighting. This was a volcanic 
place and looking at the source, | could see glowing smoke seeping from the ground, so | made 
sure to position a lot of the lights beneath the rocks, to give a menacing tone to the poster 


with their underbellies lit up. 


INSPIRATION 


NUHVOK 


When | was thinking up ideas for a Nuhvok poster, the idea that stuck in my mind, was one of 
a series of Nuhvok making their way through a harsh rocky terrain underground, shrouded by 


mist and illuminated only by their eyes and the glowing crystals around them. 


| released a timelapse of this process online for all to see, so hopefully everyone can 
understand the hard work, trial and error along with the many steps it takes to make posters 
of this style. 


I'm really happy with how this one came out, | originally thought to use a dual tone for the 
colour, but when | tried it with only green lighting, it clicked in a way | didn't predict. | especially 
like how the worn edges of the Bohrok's shield stand out in the dark, it gives the amostly black 


frame a needed jolt of detail. 


INSPIRATION 


GAHLOK 


For Gahlok, | wanted to try something different. For a while | had the iconic imagery of the 
“Apocalypse Now Final Cut” poster stuck in my mind - the idea of a swarm of Bohrok hiding in 
the water melded very well with that idea. Another thing | wanted to try was lightning, it was 


something | hadn't properly attempted before but | think it worked quite well. 


| used Blenderkit to find a body of water, and to apply a rain texture ontop of the Bohrok’s face 
shield. | added the ripples via photoshop. The lighting was a mixture of images from Unsplash 
and emission shaders inside of Blender. | submerged the Bohrok slightly into the ocean and 


used very subtle lighting to allow the lightning to be the main source of luminance, 


This was one of my most popular posters and it gave me the confidence to keep trying new 


and exciting things with my renders! 


Beware the Bohrok 


TAHMOK GAHLOK 
OOMEOS CO G0GE OOOEOS CO BOGEB 
TAHNOK VA GAHLOK VA 
COBCOB® GO GOBSOS COREORS GO GOBGOS 
PAHRAK LEHVAK 
QOUBOS OO CeOSe OOS OS GAB 
PAHRAK VA LEHVAK VA 
COBCOE® GO COBEOS COBLOES GO CSOkOS 
| 
NURVOK KOHRAK 
QOBBOS OD EOGED QOBBOS OD OE 
MNUHVOK VA KOHRAK VA 
COBLOBE GO SOOBOS COBROES GO GOBEOS 


BLENDER SCENE 


CLAY REMDER 


INSPIRATION 


TAHNOK (e0ec) 


| made this poster for 8| ONICLEday 2022 and thought it would be the only poster I'd release 


IF YOU WAKE OMe... 
YOU WAKE THEM ALL 


that day, turns out | was wrong! The goal of this poster was to try my take on the promotional 


art Lego and Advance made back in 2002 for the Bohrok line, | have since surpassed the 


= —" r a limitations of this poster, but | still like what | achieved with the knowledge | had at the time. 


| was using Evee for all my work back then and would try to simulate global illumination by 


placing lights around the scene to mimic the bounce lighting. It wasn't perfect, but it got the job 


done. The flame and smoke effects here were added via Photoshop as | also hadn't learnt 


about volumetrics at this point. 
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BLENDER SCENE 


INSPIRATION 


BAHRAG 


The Bahrag, the deadly Queens of the Bohrok hive. This poster was an excercise in trying new 


techniques out. Firstly, this was the first poster | used volumetrics inside of Blender for, 
secondly, it's the first time | used curve and array modifiers to make objects, specifically the 
antenna's for Cahdok and the piping on both Bahrag. 


The set was a simple series of rocks and cylinders with stone materials surrounded by smoke, it 
was the lighting that made this poster work. | made sickly green spot lights to highlight the edge 
of both characters and to let the shadows define their form. Bloom was also used to help both 
the Bahrag stand out. 


In Photoshop, | then started the trend of labelling the names for each character on larger 


posters like these as | felt it was very “90's Technic’’. 
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INSPIRATION 


OCOD COBQY COBO 


OMUA SAVES LEWA 


This is the second time now that Lewa has fallen prey to mind control! He and his 


Koro have been captured by the Bohrok swarm and only Onua can save the day 


(again). 


| wanted to merge the frames from three moments in the comics to illustrate 
what it must have been like for Onua to come across this infected village. | 


combined the panels listed in my inspiration to come up with this powerful look. 


The godrays were added in through Photoshop as they didn't come out quite as | 
expected from the render, but | did still get very stark lighting by blocking out the 


sun with the tree line. | think this poster may be one of my best I’ve ever made. 
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BOXOR 


When trying to think up ways to introduce the Boxor, | came to the conclusion 


MY 


that | had to remix on the cinematography of the Bohrok Flash animations. | didn't 


want to have the Boxor in shadow though, so | opted to take the idea of this burst 
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of light behind him letting the dark frame of the vehicle standout amongst the BLENDER aeswe 


darkness. To help sell the idea of this light a bit more, | littered the walls with the 
same green crystals from my Nuhvok poster to give the idea that it is a large 


clump of these crystals that's giving of the light. 


| added a Gahlok in the right of frame out of focus as | wanted to give a sense of 
urgency to the poster, something for the Boxor to face down rather than simply 


standing on show... 


WIREFRAME VIEW 


INSPIRATION 


— EXO-TOA 
The Exo-Toa looks cool, sounds cool, and is cool within the comics... all up until it’s not. A big 


’ 
3 issue with this set is it’s severe lack of posability which made creating this poster a harder task 
- than expected. 
é 
Due to the legs not “really” being able to bend and the very complex mechanisms of the right 
arm, | decided to try my hand at making something that could go on the front of a canister or a 
- boxed set. So | followed a lot of the guidelines set by Lego and Advance, with the character 


striking a pose towards camera and a bright light behind them to make the set stand out. 


mm | then continued the trend of labelling the character in the Matoran font so the texted 


elements would be minimalistic but simple, much like the technic branding. 


THE BAHRAG QUEERS 
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DOO GO) OODGOS 


TOA VS BAHRAG 


Lego and Advance made an incredible set of renders for this momentus battle, so 
it was a high bar of quality to hit for me. | loved the imagery of the toa 
surrounding the Queens, firing their elemental powers and thought | should try to 


capture the moment “just” before that. 


| knew this poster had be special, so | even modelled together the enviroment, 
studying the official renders to see how the pillars and ribbed walls were 
constructed. While it’s most likely not accurate, | think my set design gives a close 


enough impression to the official renders. 


A small detail | added in, was making Lewa the one front and centre, he faced and 


suffered the wrath of the Bohrok first hand, it was only right he lead the assault. 


Fools! You think you have won 


but you cannot imagine what you have unleashed! 
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TOA MLVA 


After the victory over the Bahrag and the Bohrok swarms, 


The Toa fall into energised Protodermis and are now and forever changed. 


CLAY REMDER BLENDER SCENE WIREFRAME VIEW 


INSPIRATION 


GALI NUVA 


The Toa have been upgraded and they are better than ever! | wanted the next 6 posters of the 


Toa Nuva to show them off as upgraded hero's looking slicker and more active than in their 


previous posters. 


For Gali, | looked to her original ad of her climbing a cliff from the sea and thought, what if | 
mixed that with imagery from “Breath of the Wild”? What | ended up with was this lovely 
moment of Gali scaling a wall with her new Toa tools against the backdrop of a beautiful sunset 


across calm ocean waters. 


The rock's falling off at the top of frame were comped in after the render although all the cliffs 
in the foreground and background were all rendered within Blender. To get the haze of the 


sun, | added some cloud VDB's to the bottom of frame so they caught the light. 


CLAY REMDER BLENDER SCENE WIREFRAME VIEW 


INSPIRATION 


OnNUA NUV 


Most of Onua's official promo art had him surfing over earth quakes with his Toa tools, 


however | wanted to see him weilding them in his hands more! So | decided to flip Onua'’s Mata 
poster on it’s head. Rather than him calmly breaking through to the surface with light shining 
down on him, this time he’s burst through the ground, light shining up beneath and behind him. 


He's not witnessing the action, he IS the action. 


The rock formations were all made within Blender thanks to Blenderkit again, the light and dust 
explosion effects were comped in after the render. What | think is the best part of this poster, 


is how more engaging Onua looks this time around. His pose | feel drills home how more 


“ready” the Toa are now for any future threats. 


INSPIRATION 


LEWA NLUVA 


Images of Lewa usually see him flying with his Toa tools tucked behind his back as make-do 
wings, | thought it was time we see Lewa wield them as the Katana's they are while still leaping 


into the air. 


| wanted to follow the look of the original Toa Nuva promo art by having him amongst Jungle 
fauna, although I'd place him infront of said Jungle so he'd stand out. He is a green Toa ina 
green scene, so | also added a blurry highlight behind him so he would stand out even more - 


this doubled up as a way to show him levitating upwards! 


| thought the peice wasn't quite finished, so | added a sword glint atop the tip of his right tool 
and raised the blacks on the backdrop so only Lewa would have a full colour space. This is a 


trick I've used on man of my other posters to help the characters stand out. 
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Tahu continues his lava surfing days right into being a Toa Nuva, although this time his Toa Tools 
can become a rad lava board! Most promo art for Tahu see's him riding molten waves and while 
| could have made a render with him standing still instead, | really wanted to try to see what my 


take on his surfing would look like. 


To create the lava, | made a large plane in Blender and subdivided it lots, then | used the 
proportional editing tool to protrude lumps and mounds in and out of the plane. | added a lava 
material from Blenderkit and duplicated the plane, overlapping it on itself in different positions 
to give it the cascading look. 


| added the lava flakes and specs in via Photoshop to give the sense of his impact with the lava! 
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CLAY REMDER BLENDER SCENE WIREFRAME VIEW 


INSPIRATION 


POHATU NUVA 


Pohatu Nuva wears the mask of speed, yet we rarely see him running! | wanted to change that 


and what better a track for him to speed down, than the open deserts of Po-Wahi? 


| wanted to try and use a wider lens for this shot, mainly | favour narrow lens’ because | like to 
get focus on the details, but here | challeneged myself to use a 30mm lens and try to capture 
some depth from Pohatu's form. From his foot protruding into the lens to his Toa tool trailing 


behind. 


| used the same enviroment from his Mata poster as | felt the sandy dunes worked quite well, 
but at a different time of day. | tried to keep up the theme of action shots for the Toa Nuva, 


but also in the day! 


INSPIRATION 


KOPAKA NLVA 


When | was about to start my poster for Kopaka’s Nuva form, | had to think about the colour 


combination. Traditionally Kopaka uses cool blues against white, maybe an orange for a sunset 
but | wanted to try something a little different. So | decided I'd try out a lovely pink dawn, 
reflecting pinky tones across the snow, even the cloud’s have shades of pink in them. It’s a 


different look and | feel quite striking. 
The next part, was Kopaka's pose, he’s usually standing tall and proud, | wanted to show him 
respecting the enviroment and bracing himself for anything. | made him hold his Toa tools like a 


staff to support him with one knee facing outwards as he looks across the horizon. 


| also added a few extra's, such as illuminating his eye as it was in the film Mask of Light and 


surrounding him with the snow particles to show he’s still in the action. 


ONCE WE WERE TOA... 
BUT NOW WE ARE FAR, FAR MORE. 
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TOA NUVA 


The Toa have been upgraded and they are now forever changed. The reveal ad for 
the Toa Nuva rising from the pool of Protodermis is nothing less than iconic. It 
was that ad that inspired the look for this poster and the Toa Mata group poster. | 
wanted something clean that would show off the group in a similar way to the 


group posters from Lego. 


Like the Toa Mata poster, | gave each Toa their own set of key, fill and backlights so 
they would all equally stand out. | decided to keep the background clean as the 


Toa were the focus of this style, not the enviroment! 


In the comp | graded the colouring on each character so their lighting shifted hue's 


slightly more to their primary and secondary colouring. 
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BOHROK KAL 


After the Bahrag’s imprisonment, their secret weapon has been unleashed. 


The Bohrok Kal are powerful and driven for one thing... Revenge. 


You are now entering 2003 


TAHU MUVA 
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INSPIRATION 


BOHROK KAL 


The Bahrag are trapped and the Bohrok forces quelled... now only the Bohrok Kal remain to 


seek revenge and free their Queens! 


Following the theme of “revenge” | wanted this poster to be foreboding. | had them posed 
infront of stormy dawn, to signify that this is the beginning of their fury. They stand over a 
ruined Mata head statue that we see behind Kini Nui. | wanted to show it tattered and parts 


missing with the Kal standing atop it to show how destructive they would be to Mata Nui. 


This was actually the first poster | started experimenting with shifting over to cycles for the 
rendering, so two passes were collected here, one via evee and another through cycles. | then 


layered and merged them together through Photoshop. 
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CODBOD COC GEOBOL SOO 


GAHLOK AMD LEHVAK KAL 


Surprisingly, for all their immense force, the Bohrok Kal have a rather quick stint in the story. | 
decided to try and show a handful of battles between the Kal and the Toa Nuva to help with 
that. Specifically for Gahlok and Lehvak Kal, there weren't many moments were these two 
Bohrok fought Toa directly. There is a moment when they form a Bohrok Kal Kaita Ja, but | 
wanted to show them in their normal forms, so | came up with this scene of Gali and Lewa 


taking on the Kal. 


The focus of this poster is the Bohrok, so | made Gali out of focus in the forground and Lewa 
off to the corner of the screen. | also positioned all characters so the Toa are on the left and 


the Bohrok are on the right to show they are on “opposing sides”. 


INSPIRATION 


TAHNOK KAL 


| kept the trend of showing the Kal fighting the Toa and what better a moment to recreate than 


when Onua and Pohatu tried trapping Tahnok Kal with a really shiny ball? 


| knew | wanted to recreate that comic page, but selecting an angle was a tricky process. | 
settled on one that showed all three characters at once. This way the viewer can see all aspects 
of the action, from Pohatu kicking the ball, to Tahnok Kal readying to fire a bolt of lightning at 
poor Onua. | did make some creative changes to the scene, Tahnok isn’t standing anymore, | 


made him leap as | felt it was better for composition, though we keep the tree behind him that 


ultimately gifted him defeat. 


One thing | chose to obscure here is the shoreline, creating water that foams up on shore is 


quite difficult and rather than spending time working on that, | simply hid it for ease. 


INSPIRATION 


QNUHVOK KAL 


When | was making this poster, | knew it would be a favourite and | think it’s the best of my 


Bohrok Kal posters. | had a very clear vision on how to portray this scene from the comics, 
with Nuhvok being above Tahu and all the Tahnok flying into the air to show the sheer scale of 


his power... 


The gravity purple effect eminating from Nuhvok was done through Photoshop whilst all the 
rocks floating through the air were placed inside of Blender, the motion blur was done in 


Photoshop however. 


Another detail | added to all Bohrok Kal posters, is | greyed out the Toa masks to match the 


lore in how they lost their elemental powers! 


oun POWERS 
AGAINST US 


The Bohrok Kal are about to free the Bahrag. 

The Mighty Toa Nuva don't have long to quell this catastrophe 
Tahu unveils the Kanohi Vahi - the Legendary mask of TIME! 
But will this be enough to beat the Kal? 

With their elemental powers: stripped, 
They don't have long to'save Mata Nui! 


INSPIRATION 


GOO SOSO BO OOMEOCS GOO 
TOA NUVA VS BOHROK KAL 


The final showdown for the Bohrok! The Bohrok Kal are about to break the seal 
on their Queens and unleash the hoards upon Mata Nui once more - can the Toa 


Nuva stop them before it’s too late, even without their elemental powers!? 


As this scene was to take place in the same arena as when the Bahrag were sealed 
away, | used the same enviroment | created for that poster - but | altered the 
camera angle and added a few more details, such as the energy field around the 
Bahrag and the pillar of light where the Nuva cube floats. The wording is ripped 


straight from the comics right down to the format of the title! 


| also decided to match the colouring of the Vahi powers to the Legends of Metru 


film so it would be consistent. 
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THE QUEST OF THE 


MASK. OF. LIGHT 


The Mask of Light has been found and the quest for the 7th Toa has begun. 


Two matoran must evade the forces of evil to save the island and it's people. 
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INSPIRATION 


RAHKSFI 


The Rahkshi, the dark sons of the evil Makuta. | wanted to try my own attempt at a promo 


poster for this villainous group. | followed a lot of the same design guidelines from the official 
poster, with a blast of light engulfing the background and misty smoke seeping into the 
foreground. Although | wanted this to be a simpler poster, to focus only on the Rahkshi 


without the added imagery of anything else, this meant no Kraata or Mask of Shadows/Light. 


| also opted to change the lighting, to make the Rahkshi appear darker with hints of red and 


brown to hint at their evil nature. 


It was important that | show the Rahkshi in both bipedal and flight forms as to demo the play 
functions of the set too. 


* 


4 


ra 
} 


RAHK SHI LI ASHED 


The sons akuta have ‘been Sé o hunt the seventh Toa. 
nthe Toa C I 


ay 
> 


INSPIRATION 


ECOOROOD OCQCQOUDED 


RAHKSHI UNLEASHED 


The first time we see the Rahkshi in the comics, they corner 3 of our Toa heroes : j ne ; = 
against a canyon ready to drop poisonous rubble down to burry them. | thought it ws BARS eg ne oa 


would be fun to create a variation of this moment, just before the Rahkshi back 
them into a corner. 


BLENDER SCENE 
The combined ball of power eminating off the tips of the Rahkshi staffs was made 


in Photoshop along with the particle effects and smoke from Tahu’s Magma 
swords. 


| do try to keep a red light on the Rahkshi in most of my work to help reinforce 


that these are creatures of evil even if it doesn’t match with the enviroment - | feel 


it helps distinguish them a little more. seri ac 
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BODOEO COBO BO COORCOO 
KOPAKA MUVA VS RAHKSFI 


This for me was one of the best moments of the comics, Kopaka is on his own and ambushed 
by pretty much all the Rahkshi... one Toa vs 6 deadly Rahkshi, how could he hope to win? The 


fact he actually doesn’t do too bad is even better! So | had to remake this panel as a poster! 


| had to do a lot of guess work with this poster, what the enviroment looked like, how best to 
recreate the power effect from Kopaka's Toa tool, to how | was going to fit all the characters in 


frame even though the comic panel wasn't spacially accurate... 


| could tell it took place at morning, so | let an orange glow reach from behind the Rahkshi, 
though | darkenned the space around Kopaka to emphasise his powers. | added in the 6th 
Rahkshi that wasn't in the original source and finally created a two tone look, with blue ontop 


and orange at the bottom of frame to seperate good from evil visually. 


KOPAKA IMMLIVA 


Has been cornered'by the 6 sinister Rahkshi! 
ble‘odas? Will he live to see the seventh Toa? 
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RAHKSHI SEARCHING 


The promo videos for the Rahkshi brought back that sense of mystery from the 
early days of 200! while also being menacing and dark... it was a feeling | wanted 


to capture with a poster dearly. 


sc 
To make this poster a reality, | modelled a rough version of the pillars seen in the it 
promo ads, along with a series of Matoran letters depressed into the surface of 


the pillars. 


This poster really gave me the opportunity to get creative with the Rahkshi poses 


and to play with depth a little more than usual. 


WIREFRAME VIEW 
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SEARCH FOR THE 7TH TOA | ee, 


The Mask of Light film follows not the mighty Toa... but two villagers, Takua and Jaller as they 
search the island of Mata Nui for the fabled 7th Toa. It was only right that | make my take on 


this search and how they braved evil, nature and time. 


| wanted this poster to have a natural feel, so the colours aren't as vibrant, the earthy tones 
dominate the frame and the sky is neutral. The Mask of Light is illumating their way forward as 


Takua holds it up, yet Jaller is facing forwards, always taking charge. 


This poster is also the first time | used a terrain generator inside of Blender to help carve out 
the right shape of cliffside | wanted. | think this might be my most true to life poster so far, it’s 


less fantastical and more grounded which is a big acheivement for me. 
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BATTLE FOR THE KANOHI AVOHMKII 


The final showdown for the Toa Nuva, the battle for the Kanohi Avohkii at Kini 
Nui! | loved the imagery from the film showing the Toa surround our protagonists 
and fend off the Rahkshi together, it marks the moment they truly learnt to work 


as a team. 


When designing the composition for this shot, | knew | wanted the Mask of Light 
to be the brightest part of the scene against the darkness brought on by the 
Rahkshi. 


In the film, this scene takes place at what looks like dawn, so | matched the time of 
day here and used the same set of Kini Nui | used for previous posters, except this 


time, from behind the temple! 
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DOROQLOSO OOD OCCOQOOD 


TAKANUVA AMD USSAMILI 


The 7th Toa, the light in the dark and the saviour of Mata Nui. The official artwork 


really helped show how big of an event this character was - what's even better, he 


was our protagonist Takua all along! 


| had just finished rigging up a newer version of the Takanuva and Ussanui models 
and felt a wave of inspiration come over me to capture a really moody image. | 
wanted to focus on lighting as he is the “Toa of Light” after all. | kept to the same 
style as his promo artwork by having him in a stone floored void, but added 
volumetrics, particles and gave his mask an edge rim glow effect to properly 


demonstrate his mask working. 
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INSPIRATION 


TAKAIMUVA 


This was the first poster | made of Taknuva back in 2022, before | used Evanetics articulation 
parts pack and before | moved over to cycles rendering. Even though | have learnt so much 


more since this edit, | still appreciate what | was able to accomplish with far less! 


| wanted to create a ‘‘stance” poster like most of Takanuva’a promo art which usually had him 
standing proud with his staff on display. | really liked the misty stormy look from the 
promotional CD's Lego kept in some Rahkshi sets. | wanted to replicate that idea here, but 
with my own twist, | used a blue hue for the clouds rather than the golden brown Lego had. 
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BOROQOSO POOCSSBO DYGO CPGOESVOCO 
TAKANLUVA DESCENDS INTO DARKMESS 


Once the Rahkshi had been defeated, the Toa use their parts to build the Ussanui vehicle 


which then... proceeds to last all of 2 minutes until Takanua rams it into Makuta's front door! 


As we are ramping up to the end of 2003, | thought it would be a good idea to have a poster 
which actually shows this vehicle in use, seeing it come down the tunnel of Kini Nui | thought 


was the best way to do so. 


Unlike the movie which had these scene rather well lit, | wanted it to be dark, as though he's 
plunging into the depths and only the light of his mask could guide him through this 


underworld. 


TAKANUVA DESCENDS 
inTO BDBARKNESS 


With the Rahkshi defeated, all that remains is the showdown =o 
with the dark lord Makuta. Takanuva must delve deep beneath 

the surface of Mata Nui to fight for the fate of the Matoran. 

Will he succeed in freeing his people from shadow? Can he 

finally bring peace to the island? Will Mata Nui be awakened? 


Light vs Shadow. Everything now hangs on this moment. 


INSPIRATION 


MAKLITA 


The dark lord himself, the father of the Rahkshi and terroriser of the Matoran! He is powerful 


as he is cunning. | knew if | was going to make a poster of Makuta, it needed to be ominous, 


() ©) CX) (*) ts ‘y aii dark and almost sickly. 
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The effect which | think makes this poster work, is the look of poisonous gas drifting off his 
armour, almost as if he had formed from the smoke. | kept with the trend of using red light to 
signify evil by directing one red key on his right hand side and an off green key across his left. 
this two tone look appears from evil and almost “‘ill”. He is the master of darkness and evil, he 
should look the part! 


This was a much older poster made in evee before | had learnt so much more, but I’m happy 


with what | acheieved that | didn’t think it needed a remake. 
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TAKAMNUVA VS MAKLITA 


The climax of Bionicle’s 2001 - 2003 storyline, Takanuva faces down the dark lord 


Makuta to free the island of Mata Nui from his evil grip! Everything we had seen ne 


so far had lead up to this moment, our protagonist Takua has now become the Toa 


of Light, Takanuva, and the fate of Mata Nui rests on his shoulders. 


Considering the final battle ends up actually being a Kolhii game, | thought it was a 
wise decision to show the lead up to the fight, which would give me enough 
creative space to really realise the Makuta's lair. | squished a Hau mask to create 
the door to Metru Nui, and crudly constructed glass pillars with extruded 
distorted cylinders wrapping around them to make the Rahkshi tubes. Lastly, with 
the theme being light vs dark, | made sure to portray Takanuva as the only light in 
this dark place, so bright that he exposes Makuta from the shadow! 
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A Hero Will Be Revealed 2? 
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THE WORLD OF ITMATA Mul 


My celebration poster! | wanted this to feel like an event, akin to something you'd see for a 
blockbuster film, so that’s where | started looking first for inspiration. However in my research 
| realised two creators had already thrown their hats in the ring to make Bionicle posters in this 
style: AnotherBionicleAccount and OhluCG. Studying their work and comparing it to Lego’s 


official work, | decided I'd incorporate elements from both creator’s posters to inspire my own. 


| knew | wanted this to animate for the trailer, so | made care to render each character 
seperately as their own plate, so | could manipulate each layer individually within After Effects. 
The flowing fire, rolling smoke and glowing light were all added within After Effects, this was 
the first poster where | did most of the comping within After Effects rather than Photoshop, 
this was so the animation would be consistent with the poster. | also tried to use a wide range 


of characters from all across the first 3 years of Bionicle, so all set waves were represented. 
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The World of Mata Nui Trailer Frames 


CLAY REMDER 


INSPIRATION 
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TAHU AMD TAKUA - GWP 


The comeback! Bionicle returned in 2023 with a brand new set - Tahu and Takua, in brick form! 
It's a shame that it was a gift with purhcase and couldn't be bought seperately, but the very fact 
this exists at all is cause for celebration! The love and attention poured over this set wont be 
forgotten, from the manual and box art, to the way Lego has stayed faithful to the original 


designs. 


For this poster, | wanted to pay homage to Tahu’s original box art, with him surfing over the 
lava. | used the same lava system | had for Tahu Nuva's poster and quickly constructed a 
volcanic horizon from a series of rock models. The fire and particles were added in through 
photoshop whilst the lighting followed the rembrandt style, of having two strong lights either 
side of your subject - in this case, a light blue from the sky and a rich orange eminating from 


the lava below. 


When | started making Blender posters, | never considered this hobby 
would snowball into this gargantuan of a project... a fully CG intro ad, new 


music, a whole new art book... 


I've had so many kind, excited, meticulous and helpful responses from 
everyone who views my work and | wish to give the biggest thankyou to 
each and every single one of you. Everyone who's seen my art, shared it to 
their friends and family, who've commented and given me such wonderful 


responses, this project is for you and | hope you've enjoyed it. 


To those who have helped me along the way, teaching me skills and 
techniques, offering advice and support. You have all done so much to help 
bring this project to life and the next few pages are dedicated to giving 
everyone the recognition they deserve. From those who've actually made 
the 3D models, to everyone who've spoken to me directly. | owe you all the 


biggest thanks | can muster. 


This project wouldn't have been possible without the help and support 
from this incredible community. | hope this book can inspire those wanting 
to make their own art, help those curious about creating Blender art and 
return all our minds to a time before time, on a golden sandy beach where 


a canister washes up and a legend begins... 


Here's to Bionicle and the Community. 


Much love from oo 
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The World of Mata Nui Trailer 


Trailer 3D animation 
Trailer 3D lighting/composition/set 
Trailer music 


Trailer editing 


Frambo (@justframbo) 

iconicstills (https://twitter.com/Cstills!) (@iconicstills) 
Inimata (https://linktr.ee/inimata_irl) 

iconicstills (https://twitter.com/Cstillsl) (@iconicstills) 


The World of Mata Nui Artbook 


Poster design 


Feedback testing/Support - 


iconicstills (https://twitter.com/Cstills!) (@iconicstills) 


Frambo, Kingsidorak and the Sidorak’s Lair discord, Benjamin Prendergast, 


Kartoffeljoghurt_creative 


3D Models/Assets 
Biopack - 


Lego Digital Desginer, Stud.io, OhluCG, Bostond Benyovszky's grabcad, Lehvak/aresnir, 
Lemniscata, LDraw Contributors, Lehvak Nuva, BNG, Vahkhi6, Petrus, FulminDerek, 
REICH, BAUEN, KrayDay, Galva, SwampKryakwa, Gampa Walker, KhingK, Pasta Man64, 
Whippety, DimitriOS, Rothanak, man-yui, Kingsidorak, frambo, Zhokker, Godfyr6934, 
Adam Filip, Toa Senit, LEGOJASON6 


Evanetic's Articulation Pack 
Evanetics MoL Pack 
SidoPak 

Kini Nui 

Avohkii 

Mata Head 

Makuta Swirling Parts 200 
Blego Material 

BlenderKit Models/Materials 
Geo-Scatter Plant Library 
Geo-Scatter Jungle Scapes 
Modular Workspaces - Curtis Holt 


Auto TerrainGenerator 


Evanetics (@evanetics) 

Evanetics (@evanetics) 

Kingsidorak (@Kingdisorak) 

BoxTurret (@Boxturret) 

Frambo (@justframbo) 

Frambo (@justframbo) 

BoxTurret (@Boxturret) 

DoubleGum (https://linktr.ee/doublegum) 
BlenderKit and Contributers 

Geo-Scatter, Dorian B. (BD3D), Jakub Uhlik 
Terrascape (blendermarket.com/creators/terrascape) 
Curtis Holt (https://curtisholt.online/) 


Samuel Francis (@Un | cornHuntrSam) 


The Digital Constraction Collection 
Tammy Calamity, Adrian_Iceboy, Bloodstone Ore, Bree, BoytiedTrombone, Communist 
Waluigi, Darthballzz69, Endy, Count Estradivarius, LordFindogask, Godfyr6934, 
Grampa Walke, Grievous, Huemus, lgnikaTV, TheJerminator, Kana, Kanohi Sarath, KDNX, 


KrayDay, Krussy, Kyakwa, Ladyefri, Lamentte, TheLegendReborn, Lego Bionicle Stop 
Motion Story, LegoGnocchil01, Lehvak Nuva, Man-Yui, Maciek Maz, MMF29, 

Moon Water, Nox, Nyarah, Ghost, Onukee, Prime, PurpleHeartNM, Rockonor, Scmd, 
Stuubh, Turret 3471, Underscore_, Veni, ToaVidal, Voyager, 

Wombat Combat Productions, Zachery M 


2D Assets 

Background images/Effects 
Fonts 

HeMan frame 

Halo Infinite frame 

Dune/Man of Steel Frame 
Thor/Book of Boba Fett Frame 
Alien artwork 

Apocalypse Now Final Chapter 
The legend of Zelda: Breath of the Wild poster 
Fan art 


Software 

Blender 3.2 - 3.4 

Stud.io 

Photoshop, Premiere Pro, After Effects 


Davinci Resolve 


LEGO 


Art Assets/Comics/Animations/Games 


Bionicle Peice Designs 


Unsplash and their Contributers 

TradeMarker, Gill Sans, BONRG_ 

Mattel 

Microsoft, 343i 

Warner Bros., Herbert Limited Partnership, DC 
Disney, Marvel, Lucas Film 

Disney, Fox 

Paramount, Lionsgate, Miramax, United Artists, Studio Canal 


Nintendo 
@AnotherBionicle, @Ohlu_CG, @swoletergeist rn, PatrickLK] 
(deviantart.com/patricklkj), Zikade_Art (instagram.com/Zikade_Art/), 


ironéduck (deviantart.com/iron6duck) 


Blender Org, The Blender Foundation 
Bricklink 
Adobe 


Blackmagic Design 


The LEGO Group, Advance, Templar Studios, Saffire, 
Argonaut Games 
The LEGO Group 


Special Thanks 
My loving partner, Lucy 
justframbo (https://www.artstation.com/justframbo) 
KingSidorak (https://linktr.ee/kingsidorak) 
Tattorack (https://twitter.com/Tattorack) 
BoxTurret (https://boxturret.tumblr.com/) 
Evanetics (https://twitter.com/evanetics) 

Ohlu (https://linktree/_Ohlu) 
VootCaboot (https://linktree/vootcaboot) 
Digital Media GLAUCON (https://www.youtube.com/c/digitalmediaglaucon) 
KingSidorak’s Discord server, Sidorak's Lair 
Biomedia Project (https://biomediaproject.com/bmp/) 
Biosector01! (https://biosector0 | .com/) 

The 8|ONICLEday Team (https://8 | Onicleday.com/) 

The Bionicle lliad Team (https://linktr.ee/projectiliad) 
Kartoffeljoghurt_creative (https://www.instagram.com/kartoffeljoghurt_creative) 
BonkleChaser (https://twitter.com/BonkleChaser) 
@AnotherBionicle (https://twitter.com/AnotherBionicle) 

Dave Foreman (https://www.instagram.com/matteo_the_plague_doctor) 
Christian Faber (https://www.instagram.com/fabframes/) 


Greg Farshtey 


Templar Studios 
The LEGO Group 
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Over 55 posters from the Bionicle 2001 - 2003 storyline 
With behind the scenes looks at the creative process 


and much, much more... 


